slaying & spelunking 
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1. introduction 


A module for Public Domain Role-Playing Game to facilitate quasi-medieval dungeon delving and dragon 
slaying adventures. 


2. chase 


High Roller sets a threshold (1-40) representing the current distance gap between characters. Opposing 
parties conflict! using traits, items and skills, foregoing damage to affect the threshold. At zero, the pur- 
suers catch up and can inflict melee damage in conflicts. At forty, the chased are nearly beyond pursuit. 


description | threshold 
Close 1-10 
Near 11-20 
Far 21-30 
Distant 31-40 


3. stealth 


Conflict between a hiding character and looking character. 


4. restraining 


By foregoing damage in a conflict, a character can restrain? another character instead. Neither can take an- 
other action until the hold is broken by conflict or conceded by restrainer. Damage dealt equal to losing 
rolls in conflicts can be non-lethal. 


4.1. restraints 
Roll against a restraint threshold set by the High Roller that deals damage equal to failed attempts. 


5. madness 


Instead of incapacitating when taking mental damage, characters can gain personality quirks from a bud- 
ding case of madness. Characters are forfeit to the High Roller at forty mental damage, succumbing totally. 


6. rest 
Upon waking, subtract END and WIS rolls from a character’s physical (END) and mental (WIS) damage. 


6.1. exhaustion 


Prolonged periods without rest prevent the use of the lowest die? earned by leveling, and next lowest* every 
subsequent day. Rest restores use of largest die lost and characters die with none left to use. 


! Over long distances, DEX conflicts transition to END conflicts and losing rolls deal damage. 
? Optional: Items can be taken instead of restraining. 

3 d4 

* d6...d8...d10...d12...d20 
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7. inventory 


Characters can carry items on their person equal to the sum total of their Strength (STR) dice pool. Charac- 
ters must have a way of carrying items that are not held. Items may be bundled’ as much as the High Roller 
thinks is feasible. 


STR | items 
d4 4 
d6 6 
d8 8 
d10 10 
d12 12 
d20 20 


7.1. armor 


Players may choose to send any damage received to items instead of characters. 


7.2. projectiles 


Conflict rolls must be equal or higher than the current chase threshold to hit. 


8. skills 


Skills or magical abilities can be gained when leveling up instead of adding a die to trait’s dice pool. 
These function exactly like traits, gain dice through leveling up, but have their own level. 


9. notice 


I, the creator, voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for any purpose. 
e Create copies to be shared without limit and for any purpose. 
e Create derivative works without restriction, for any purpose and without credit. 


e Use this notice in your own work. 


5 Examples: Twenty arrows in a quiver, one-hundred gold coins in a purse, a sword-cane. 


6 High Roller must approve. 


